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Textures and Techniques: 


seven short etudes for multiple theremins 


Barry R. Morse 


Textures and Techniques: 


seven short etudes for multiple theremins 


same part except where “solo” is specified or “div.” is indicated. Movements may be played in any order or 
excerpted; however in the current order, musical textures and techniques usually evolve into new textures and 
techniques and together form a more coherent direction. 


Pitch is relative to other players and to each player’s own pitch range which is idicated as either high (H), 

middle (M) or low (L) range along the Left side of each system. All pitches are indefinite although sometimes 

players must match another player’s pitch. Except where players are instructed to match each other’s pitch, mul- 

tiple interpretations of the same written notation will result in indeterminate clusters and micropolyphony. This 9 
is expected and acceptable. 


Textures and Techniques is composed for at least four theremins. Players read from the score and all play the | 


Timings are indeterminate and left up to the performers themselves. Often a “lead” or solo player will determine 
when an event should begin and/or end. The lead player will need to indicate changes in event by either initiat- MÀ 
ing the next event or using head nods, etc. Other players will need to be able to see the lead player for such cues. 


Vibrato has not generally been indicated. Players should determine various styles of vibrato throughout the 
piece themselves. The exception is etude V at letter A where players use an extreme form of “vibrato”, with wide 
and vigorous right hand movement for an especially wild effect. 


Duration of the piece is indeterminate. Timings of events could vary widely among different performances. 


X 
Other compositions by Barry R. Morse for multiple theremins: / 


Xeriscape for multiple theremins (2005) x 
Xeriscape 2 for multiple theremins and multiple percussion (2006) 

Xeriscape 3 for multiple theremins, multiple percussion and concert band (2006) — 
Theregraphs for multiple theremins (2010) 


A Separate Plate for My Pickle for multiple theremins (2011) W 
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indeterminate pitch, relative to other pitches to 
one's own instrument range 


rests of increasing length L-R; determined by players 


brief pause 


sustain a pitch or repeat an event to the end of the arrow 


indeterminate clusters/chords 


glissando 


all players match one pitch determined by lead player 


sustained pitch widening via glissandi to indeterminate 
cluster, then back again 


events in boxes continue to end of arrow 


excessively wide, violent “vibrato” made with large, 
rapid right hand motion 
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A . Slide away from main pitch by 
All players match pitch as wi small intervals above, several 
much as possible Sole “times, change speed and dynamic 


ad lib., when finished join main 
pitch 


solo 1 solo 2 solo 3 solo 4 


solo2 sim. solo 1, 2 not with each other solo 3 Slide away from main pitch solo 4 sim. 


ad lib, on last time break free 
and establish new pitch center 
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All players leaf-frog over each other to higher and higher pitches by 
glissando between new pitch levels All players drop out, high to low 
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AII players one player maintain pitch center Hold chord 
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Slow gliss. together, converge on one note Rapid, irregular dynamic swells, not with others Slow gliss. together Each player plays repeated rhythmic pattern on own chord note, not with others 
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Slow gliss. together, converge on one note 
ı Play AFAP irregular rhythms (Morse code) Alternate rhythms with short silences, Increase lengths and frequency 
| on pitch, alternate with short sustain, not but do not slow rhythms of silences until all players are 
| with others silent, but do not slow rhythms 
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All players, frantically V 
Play AFAP, irregular rhythms (Morse code) 
on pitch antenna, not with other players Add lower but fast g/iss. Increase depth of glissandi but keep 
Add short, downward glissandi ad lib. fast, reduce amount of rhythmic figure 
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Extreme vibrato in narrow range, with Alternate events ad lib, not with others, connected by fast g/iss. sim. . 
> Repeat ad lib. 
sudden, irregular bursts of volume 
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Gradually change over to g/iss. only, not with others Gradually lengthen g/iss., not with others Continue to lengthen g/iss., gradually lengthen rest, not with others Players drop out, not with others 
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VI 


All players, begin together, from antenna, extremely slow g/issandi, 
not together, at different speeds, when bottom is reached begin again 


Players drop out 


VII 


All players; player 1 initiates each event, successive players in order play immediately after previous player as closely as possible, but not with and not before the previous player in line (players must wait until they Hear the 
fast gliss. previous player. Player 1 may repeat event before last player has finished resulting in overlap. The effect is of an echo or digital delay. 
fast gliss. 


